
GAME MANUAL 
MANUAL DE JEU 
SPIELANLEITUNG 




s out on our ultra-cool collection 
of official Atari Jaguar merchandise — 
'^featuring hats, T-shirts, tote bags and much more! 
For your free catalog, call 414-241-3313. 










JAGUAR ■64-Blt Interactive Multimedia System 
Game Manual 


Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is intended for 

use exclusively with the Atari Jaguar System. 

« Do not bend it. crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play to 
rest yourself. 

• If for any reason your cartridge does not load, or you see only a 
red screen, remove, clean, and reinsert the cartridge. If the 
problem persists, refer to the warranty information included with 
your Jaguar cartridge. 


iftjatoha got , chump? Are you ready ior the most 
hyped up, monster jammirt', hruiein' elhov.s, 
rebound enatchin’, ri* stuiiin’, skying over 
suckers, down your throat, money making game ol 
street ball you never thought possible? Well, 
here it is, in your face, 'n it 'a tine to get it 


Welcome to WHITE iEir CAH’T JUMP*"! 

ef iw #1^ tW «ii4(Hict!ir 

The SIAU CITY TOUSHAiaarr ' s history is long and 
rich* Originally stazted back in the early TO’s 
by a group of oon men and hustlers as a v.ay to make 
more money, it has grown into THE premiere street 
ball event. Everybody Mho’s aujbody is there. li 
you can make it through the tournament, you’ll 
have the most kiokin' rep iron Venice Beach to 
Compton, and every asphalt jungle-sandlot-hali 
court in betvfeeni 


'joa tfiiV- ito 

Tou pla^ tile tean choose against other team 
out there hustling ior the big bucks and bad reps| 
each trjing to raise the S5.000 entry lee to the 
sT.iu CITT TO'JHKAiiiin. In jour case, you Te had to 
borrow S500 iron the local loan sharks, HO: 
BRilAQiilC BKOTHERS, in order to start working jour 
..a^ up through the circuit to enter the SLAU CITT 
TOiraiTAliENT. 


WHfTfi 

% 


thej’ll be back to nak 
brother. 


Uniortunatelj the 
BROTHEHS, TAHSIE and CASH, 
love their money, but don t 
care so such about the love 
ot the gane. li' you can t 
make it to the Toumanent 
(andwinj in 50 games, 
e ^ou pa^ one waj or another. 


1. with the POSER turned oil on your JA30AP 64-BIT 
UTTERACTIVE 1£U1TI1IEJ)1A STSTEU, insert youx JAGUAR 
WHITE UlS Cas’T JOUP"' cartridge into the cartridge 
slot. 


2, Press the POWER buttcn. 


Jimor^i gM 

Gane Settings, Toumanent Keys, Jojpad coniigu- 
rations and sound settings are retained in the 
cartridge ever il you have turned on your JAGUAR 
64-Bir IHTERACTIVE UUITUCSBIA STSTiM. The oar- 



nore and more none/ until 
/ou've raised enough cash 
and your reputation's good enough to let you 
enter the sijti: CUT TOUSBAMon: to earn the title 
01 the haddest hoball players in townl 


TOUREiUhBT UODh lets 1 or 2 


tridge v.'iii store up to 100,000 changes. Alter 
100,000 changes have been recorded, no more 
changes will be retained. To clear the currently 
saved changes, press *, /ff and Option while on the 
WHITE IBS can’t JUM?™ Title Screen. 


The DAIS UhSU gives you 
live cbolcesi TS. UOSE, 
TOUHHAUEHT UOSE, PBSUluE 
SAUS, OPTIONS and .TOTFAD. 


^ 3 - 

TS. iaOSE lets you pair oil v/ith up to three 
iriends (lour players total) to pla^- a hard and 
last game oi 2«.on-2 street ball. You choose your 
team, your opponent’s team (if you’re playing th 
computer) , even what court you play on. 




This oenu cbolce allows ;/ou to resume pla^ irom 
i.here you leit oil by bringing up any preriously 
sared tournament game. 

The Options menu allows you 
to customise man^ ot the 
settings in the game when 
playing in TS. UOSD or 
T0URBA1!13IT UOSK. 

Some options aiiect TS. U01)£ only. They ares 
SIAHBARD SCOM/STREET SC<a?E, IlkE/SCOHi;, and 
STAH»i?D PLAI/UAKE IT/TiZE IT. The options for 
both modes arei U£SSA8hS OS/OT?, TIMBD FIiiYlS 
AHPOeS/AiWAYS OB, and CHAHOE OB PULS OB/OPF. Any 
changes you make are stored on the cartridge so 
that the settings are preserved irom the last 
time you played. 

geoKl^ifm gcore 

You can oboose the amount oi points you earn v.hen 
»iH i. ing a regular basket or a shot iron the >-point 
line. Tou can choose STaBLAPL SCOPIBO (2 points 
lor a basket , 3 points lor a 3-point shot) , or 
STIffiST SCORIHS (1 point lor a basket, and 2 points 
I'or a >point shot) . 



■nmIuoK 

Thla option allovrs ^ou to salect nhetlier or not you 
'..ant to plaj to a aat score (11, 15 or 21) or play 
until the clock runs out (5, 10, or 15 ninutes) . You 
can also choose a coahlnation oi both — playing 
until you've reached a set score, or vintil the 
clock runs out. (21 points or 15 minutes, 15 
points or 10 minutes, 11 points or 10 minutes] • 

WiWani WHfB It 

Select het'n'een STAEIUFJ) FLiY or UiO; IT/TAEK IT. 
In STAinUHD FLAT, once you’ve made a basket, the 
ball is leit lor the opposing team to clear. In 
lugt: IT/TAEL IT — you make the shot — you get the 
ball again! 

Turn the messages that are displayed across the 
screen during gaoeplay OK and 07?. 

•vni&i Uasa' eii 

Leave the iloating player identilication arrov.’S 
on or restrict them to appear only at the start oi 
the game or when you switch control over to the 
other placer. 


811 faffs w/sff 

Placer Autoswitcb controle \.'hether the comjiuter 
autooatlcally switches to your other player 11 
you get knociLsd dov.n* Ii you leave the option oi'i', 
you will have to s-M-ltch manually by double^tapplcg 
the SPEEB BOOS! BUMOF. 

Je'j'Bdl' 

This option brings up the 
COHPIGUMS JOTPAB screen. It 
allov.'S you to conilgure the 
JOYPAB settings tor each 
JOYPAB jou have connected. 
Press the JOIPAD UP/K>«S to move bet'..een button 
assignments and press the corresponding PIKE 
5UTT0B to charge them to the cocilguratlon ^ou 
would llle. To exit back to the 'kAlB aXBOt 
highlight the Z on EXIT and press any ?IRE FJTTOB. 


Mm 

When you select the 7S. ilODE 
option from the uAIF METJ, 
your next choice is hos.- many 
placers there will be. The 
lolloti'lng Is a breakdo'<.’n oi ho^. gameplay behavesi 
depending on the number oi players you select. 

Zou can only pla^ with 3 or 4 players it you have 
the JA5UAS TEAli TAP" ABAPTEP (other.dse, that 
option Is dimmed out and unselectablej . 


white 





II ^’ou have tb« JASOAF. ITLAU TAP** Adapter you can 
play with up to 3 oi' your irlends. Flayer 1 plugs 
into Controller Port;^!. The JA3CAII TSAil TAP 
Adapter is plugged into JOTPAD Port vi'ltlt 
players 2, ft And 4 plugged into ports At B, and C 
on the TEAM TaP'^ respectively. Players 1 and 2 are 
ah.ays teaomateSi and will pla^’ against player 3* 
Player 4 is placer 3*8 teamnate. All players are 
Identiiled with numbered arrot.s that iloat above 




This is '..here jou’ll lind 
tlie diiierent teaas, their 
statS) and their logos and 
choose the one you ..ant to 
play. To scroll throxigh the 
list 01 teams press either 'JP/SOVB on the JOXFiH. 
Press an^ ol the Pm BOTTOHS (A, B, or C) to 
select your team. 

Beseath each player's picture is a three-line 
har graph that depicts their stats. The three 
categories! SRT, BRS. and SPD relate to the players' 
Shooting Accuracy t Energy (stanina) , and overall 
Speed. The longer the bar is in their graph, the 
greater their ability in that category. 

Botei Choosing a team that has a lot oi' energy 
means you oan ]ull olf 3U7KR SUHKS more oiteni 

Onoe you have selected your team, you have the 
option 01 choosing the team the JASUAP will control. 
Tou can still press the JOIFAD UP/BOrU to scroll 
through the teams, but now you can also select 
their SKILL LK7EL by pressing the JOTPAI either 
LETT to decrease the number oi STAPS, or PI3HT 
to increase the number ol STAPS- to adjust the 
computer player's SKUi. 




Once you've selected the JASUAR's team (bj pressing 
any oi the FIRt BOTTOBB) i you can choose the court 
you're going to play on. 

Tou can rotate the courts In the diamond irom 
court to court by pressing LiM or RIUHT on the 
JOTPAS. The court at the bottom oi the diamond is 
the one that will be selected when you press any 
01 the PIRE BOTTOBS {A, B, or C) . The game >;ill 
start alter you pic& your court. 

ftOfc to Ting 

You start out with the $500 you get irom the 
BPIIABIBO SPOTHKRS, and the smallest amount 01 
money ^ou can bet per game is $50. Only teams oi 
your approximate level ol reputation and money 
will taiie jou on. As you 
progress through the 
brackets, earning more and 
more cash, you'll have to 
keep betting more and more 
to keep the good teams 
interested in playing you. 




Alter selecting TOUTtSAIiiSTr UOSi; irom ttie MAIS 
tilXUi ^ou can choose either a oae player or two 
player gaae. 

Once youVe selected the minber oi players, you 
come to the Kll SCR££S< 



TOUHEAl^Kirr UOlli; so that ^ou car resume playing 
later li you decide to ^uit in the middle oi your 
game.) Tour iniormation is saved through the last 
complete game. Unused EhTS are dimmed out. li you 
choose one when ^ou start a toumanent game, that 
KK7 v.'lll he the deiault the next time jou start a 
neiv tournament. 

II you've used all 3 EBIS, but want to save 
additional guses, you have to choose one oi the 
old ones and save over it. 




Either placer can choose between Q7 SLOTS I, 2, 3p 
or the HO KLI option bj' moving the JOSPAL UP/DOrtJ. 

Select jour choice bj pressing anj PIPE BUTTOH. 


HOTEs Ii you select a IGiY bei'ore starting 
TOaPHAMEHT KOEE and turn oil the system •..hile 
playing, you can come baci. to play it later by 
reselecting the same key number v<hen you choose 
RESUUE SUH'; irom the UAIH aJEETJ. 


To select your lean, press any PIPE BOTTOB. 

Alter the BRKAQiES 
BPOTHEBS, TAfiOLE and CASH, 
hand you your S500 in cash 
to get you started in the 
tournament , you can press 
anj- PlPi: BOTTOB to progress 
to the COOPT SSLECTIOH 
SCPEEB. 



(0IMI Seltseffon Ureen 

Shows the aoount ol' mooey you’ve got (in green ) , 
and what each oi the teams are worth (is orange) • 

In general, the bid amounts per team run iron the 
right to leit, lo'weBt to highest. 

As the bid amounts Increase, so does the talent 
and dlliiculty oi the team you’re going to play. 

Select the teas/court you want to play against by 
moving leit or right on the JOTPAD, and pressing 
an^- TIHii BtJTTOlf to make your choice. 


© 


Once you’ve chosen the team and made your bid, 
you’ll see a SXATS SCP,£ar that shows the stats oi 
each player on the team you'll be playing. 


The dollar amount you’re plaj ing lor is in the 
loiier— middle section oi the screen. 


Because the BHhAQihS BBOTRKBS want their money 
bacw in iUll (with interest I ) , they 're onl^ gonna 
let jou play 30 games betore they come aiter you 



looking lor payback. Il yoi 
don’t make it to the SLAU 
CITY TOUP^AiffiST bj then, 
you’re gonna be in a WOHLS 
o’ HU?T. Set the picture? 


The entry iee ror the SLUl 
cm TOUWIAUEHT Is $5t000. 

Once you’ve earned at least 
55,000 you'll autoDatlcal* 
ly be entered Into the SLAU 
cm TOUKHAlDiirr. The Big 
Tine. The Qrand Finale. The 
Payoil. 

The number in the lOiver leit-faand comer oi' the 
screen is the number oi the game you're about to 
start. II you slip up so bad that it counts up to 
30, v.'ell, you Ino^i v.hat happens already. 

You can press any F1K£ STTTOir to slip past the 
STATS SCR£M and start playin' ball. 



© 



fefWIA'M'J 


At the toji ol the game 
you’ll see: the 
stftts ot each player* the 

l060« points for 
each team* and Icons shO'>tfing 
information such as who has the hall, if you need 
to clear the hall* and so on> 

The player stats consist oi a picture of each 
player* with a har on either side _ one red* one 
green. 

The green bar represents your energy. The more 
energy you have* the E»re likely you are to pull 
off a SUPER DUPE at a distance iron the basket. 

The energy also depletes quickly when you run 
(SPEED KJRST BUTTOB) . 

The red bar represents your anger level. The nore 
you push around the opponent players* the higher 
the level goes li they haven't been attacking you 
as well, li they 've knocked you down a lot and you 
strike hack* your meter won t increase much. 




Also, fouls committed (traveliiig, goaltending, 
etc<) will increase the level* Qoaltendlng and 
traveling are tbe only icrals called* lou can beat 
up and “dis’’ your opponent at will* The higher the 
level, the longer it tai^eo you to get up when you 
get knocked doivn by an opponent. 

The rules are 6i£g>le* ho what you can to make 
baskets and score points* 

Whenever you get the ball alter a basket, you need 
to clear it (take it baok past hali^ourt) betore 
you attempt to shoot again. 

You can shoot before you clear the ball, but the 
shot won’t count to^.ards your score. This is 
indicated by the basketball 
icon near the logo oi the 
team that has possession oi' 
the ball* It the pick icon 
appears near a team's name, 
it’s their turn to take 
possession oi the ball. 




Controls your player s moTement in all 
directions. Cycles through choices in aenus. 


Tap once on oiiense, lets you lake a pass. 

Tap and bold on ollense, lets you pass the ball to 
your teaamate. 


On dei'ense , lets you try and knock down th« 
opponent . 



On ollense, lets jou sboot the ball. 

On deiense, lets j'ou Jump lor a rebound or block.. 

s/m^vms 

i:ach character in i(HITE lElT Cak’T J’Jlip-'' can pull 
Oil' a variety oi SOTEP MJHKS. 

You activate your players Super Sunk by moving 
the iTOYPAS in a series ol directions v.hen jou 
hold do-n the JUUF/SHOOT 5U?TOB. When you release 
the button your character »ill attempt their 
dunk. Each character has a speciiic SUPER SUm: 
listed in their team inlormatlon, but there are 
othert more compllcatedi dunks that are harder to 
pull oii and less likely to be blocked bj your 
opponent. Try to discover them all. 

On oiiense or detense it gives you a burst oi 
speed) but drains ^our energy quicker. 

Hit twice on oiiense or deiense lets you switch 
control to the other placer on your team. 

Tap and hold on deiense, assumes a deiensive 
stance when covering your nan. 

Wota 

Pauses gaaeplay . 



oTViota wrsta 

During FAUSS node lets you change voluoe levels 
01 the ffluslc and sound eilects. (Tou can also use 
any ol the FIRD BUTTONS to bring up the menu as 
\.'ell) . Press the JOIPAD OP/DOWIT to move Iron 
UUSIC, S0U5D F/X and VOIC£, and the JOYFAD 
L£PT/BISRT to increase or decrease the level oi 
each- Pressing any PIR£ BUTTOB will toggle the 
selected category OB/OPF< 




I I KIBOS grev.' up playin 

I I ball to the sounds ol Seorge 

1 B Clinton and Bootsle Collins. 

They are the loraer champions 
01 Slam City ‘78. They’re back and as lunky as 
ever, ready to reclaim some oi their former 
glory. 


JULhSi D,Dt The 

Splittsville ‘78 

F PKAir f » X,U] The Fhunk Jam 


nn 


.TuT^« Fv>«>»t(Ml 



The 6TH STHilT SHOOTESS ar^ 
it lor the mocej-! Hot lor 
themselTeSi mind^oul Both 


rough side oi to'x’iif and ..ant ' 
into cleaning up the neighbor 

0 put their t.'innings 
lood and bringing 

comwinitj pride: 

SufferVi/sits.: 

iABEF.t L,I)t The Around To^.n 

SUSHj El The Takin’ Out The 

nn 

Trash Slaa 



TS consider 
the refined 
artistes oi street 

out dunkin' on dopes» they’re 
the llvest jane in tovn donii e 
local hotspot* 

jamming some oi* 
t their lavorite 

ViAHlss: 

O.Oti U^Ei The Old School 
Slam 

0*Ii07£s Lt The Airborne 
Improvisation Jam 

-JO 





She SIS MASTERS are truly 
masters ol their game, but 
are looking to roll their 
..innings into starting a ne. 
Hap label, with tbemselTes as the hot act, oi 
course! When thej 're not cutting dov.c on the 
local action, they're 
•..'ipin' 'em all over the 
oourti 

T0«i.-Ht 0,U« The Uaoi Dadd^ 

Boleoite Jam 

EQ3UAE: The Supertly 

THT Slam 




I vmM’ vutm 


I You might have seen the S’JITEIt? 
SliUOSS, TITAS and WISF beiore 
but never ine\. It. They both 
had promising high school 
bas&etball careers but didn't make the college 
out. They love the game and are using the money 
they win to pa^ ior college. 


TITAS](T<The ill-star Slam 
elSP] L,Li The Dunkin' 
Tiiist 







ifkneJiS 

The UKBAlt AirOiXS, UAC£ and 

local-aaoess cable sha; that 
deals with lite in the inner city. They're entering 
the SLAii CITX T0UH5AU£ST to help raise noney lor 
their shcv; and a local youth organization trying 
to get kids oii the street. 







SP. ££1 Pi The Slacker Spin 
Slam 

SLAG: L: The Laa^ Leapln' 
Jam 


\'icmwn$ 


I The BEACH BUUS are slackers 
with attitudes! Bothlng's as 
Interesting as ta«.lng a coupla 
suckers In a last game ol 
roundhall. Ii they weren't doin’ this, they 
wouldn’t he doin' nothin'. 


The iiETAL HEDZ were I’omer 
roadies I'or Jlml Hendrix with a 
passion lor the game. They came 
together to raise enough cash 
to purchase a custom van and open the Traveling 
Heavy Letal Hall oi Fame and Uusical Hevue. 


Air Guitar 
SCRAPE: D.U: The “Rey Joe” 


#(»(«■ tiAfllsS: 

GPUT7: D,B: The 







r 




The UU3CL£ BOXZ are tired of 
the glrlle-mes they see or 
the courts at their local 
teach* They’re determined to 
i.’ln the ST,AU CITT TOUSBAIEBT with their superior 
physiques and strong t-tall style. Then they’ll 
open the Uusole Boys Cyo to prooote their standards 






MMt' 

The PSTKO SQUAB intimidate b:/ 
i'orce 01 their unorthodox (i>onie 
say psycho) methods of play> 
Their style approaches the 
closest t hing to moshing in sports there is. 
Their highly jdijsical style oi play disorients 
their opponents as they i/hip around the court and 
land buckets irom the i.ay outside. RABI£S and 
TnlTCH i.’ere made tor each otherl In laot, they 
plan to use their SLUl CITY TOUTlEAlIhET winnings 


PABIiSi H,Bj The Hall- 
Court Viyisection Jam 
TelTCHi L,Lt The Psychlone 
Slam 





I The SCPKaUIS wt H'J!LS are a couple 
1 East-side thrill seekers 
ooking to roll their winnings 
' into timing up their tricked 
out hot-rod “?at Chick" so they can enter the BRAS 
CITY TODRHiliarr'-. 


HAIL: L,B: The Around the 
na^ Dunk 

GOOSE* U,U» The Both-Hands- 
On-The-Sheel Slam 




E ifjn Mmiu 

The have be«r buutlln’ 

ior ^ears ..itii the Cournamen't 
nuioing right in thair 01,11 
baokjard- They 've hot-dogged 
their v.ay Into the competition to shov,' the ’..orld 
nobody can come to their part 01 tov.n and not 
expect some schooling irom these loroer all-stars. 


aAfflr fonlis; 



I 

1 The STHEET SHAEKS -..rote the bool 
" 2 en and the Art ol Hoops”. 

I Uost people underestimate these 
until they go up against 
em’ .J-on-2 and end up leavin' v/lth their wallets 
several Jaclson's short oi the Jaclson Ii the^ 
win, CHI? and FEirCE will probablj start the 
Church 01' The Pump Snealer and ealk the Earth, 
converting the laithiul. 


#(*!«' V^njiS: 

jPIP: R,Bj The ConiUcian 

Egg-Drop Slam 

PESCE I D,D> The Tao 01 






mu 

The SUSP CREii aje the Annette 
Fuxiiiicello and Frankie Valli oi 
the modem beach street ball 
scene* They plaj ball just to 
see and be seen by the other hustlers* TAB and BIO 
have beentakln’ all comers lor years* They're 
good and the^ look good doin’ It* Ii they v.ln 
they're going to blow their .,ad on surl wax, tan- 
ning lotion, and the inevitable series oi plastic 



surgery* 

TaBi Li The Air Adonis 
RIOi Bi The Debutante Dunk 




This ocean-side hall' court 
is also aiiectionatel;,' 
known by the local hustlers 
as “The band Box”. The cool 
breeses and pretty girls 
make this court a iavorite 
among some oi the more out- 
going hustlers. 




C.oWsk) 

This court in the rough 
innei^-city has given start 
to many oi the most ilashy ^ 
in-^our-iace hustlers ever 
to enter the Siam City 
Tournament. Only the toughest 
players need applj . 



■reRMtat* 

Thla comiorta'ble suburban 
nlcel^^^Aintalned ball>«ourt 
Is '..’here tbe bustler’s cose 
to pla^' I'or the real biglx 
stages. The aii'luent teams 
hone their skills here and take all comers. 
Usually r ig ht to the cleaners! 

VbMH 

This ^uiet park hSkS been 
the place where hustlers 
come to hone their game. 

It’s tranquillity allo-i.'S 
them to tooua their ener- 
gies on the splendor that 
is the monster dunk. 

itMUASsBI' fORMl 

This Is the end oi the line where you put It all on 
the line. This is where the Slam City Tournament 
is held. Those who make it this lar have got to be 




^M3 k m 


?MSi^ 

11 you're leaving a lot oi trouble passing to ^our 
teammate (i«e. the other team always gets the 
ball) , you oar double-tap the SPEED KJRST BUTTOH 
and switch control to your teammate. This glyes 
control 01 the teammeober with the ball to the 
computer, who will pass to ^ou as soon as possible 
— usually with more accuracy! 

smuami 

Timing Is one ol the most important lactors In 
mailing basketa Iron both near and lar. Ii you time 
your ahots so that you release them at the top ol 
your Jump, your success rate will be such higher. 

irtien trying to coyer the person who's got the 
ball, don t Just run up to that player — chances 
are li you're placing with a compute]>-controlled 
teammate you’ll Just end up getting in each other's 
way. The trick Is to let your computer controlled 
player coyer his man, and then double-tap SPEED 
BOOST BOTTOB to sv.ltch to that player, and then 
try to steal the ball. 



nOSDOBit Bill RehBock 
UAS CBSIStt Lftnce Lewie 

IBSXEBSt Rank Capps, (^is Charles, Frank Colee 
Tal Funke-Bilu, Harry Kinney, Sean Uclnnee, 

Ban UcSaaee, iianual Sousa, Hathan Tan 

TR/JMf*. itaV&MCrriiK 

Allen Sdwards 
Kevin Runt 

ftiW «)1.W #9VTsMRfe 

monraSt Kerry i7> Qanoieky 

nOStiMHSRt Adisok Pochanayon 

Brian UoCroarty, Hate Troaet 

IBAJ) ABIXSTt Lric Hoisinger 

ASnSTSi Cory Pencsak, Bamion Bavie, Fat Bolan 

SOQlSi Aardvark Action Audio 

BAHESTBAlli OOAOEi Robert B. Sanoisky 

lUKIAL tllinBI BTi Christian Wright, 

Brio Hoi'singer 

ABBIm STOT BIi Harold Uerrell 
PAOXASS A MilOiL BB310I Beeline Croup, Inc. 
BOXABSi Bamion Bavis and Fat Bolan 
SPBOIil TBAXCSi Bill (The piesa is great out 
here!), Kelly, Kevin and Allen (Triaark’s Trio), 
Beverly (Roi: do you put up i.ith the boss?) , the 
entire stall ol High Voltage Software, and oi 
course. • .Korn! 



Atari '..arrartb to the original purchaser this 
product to he tree iron deiects in material and 
,;orkmanbhip under nomal authorised use lor a 
■arrant^ Period oi ninety (90) days iron the date 
01 pirchase as evidenced hy your reoelpt. Atari 
..ill replace the defective soitware iree oi 
charge! Alter the expiration oi the narranty 
Periodt you assume the entire cost ol all necessary 
servicing) repair or correction* 

The v.arranty is null and void il the cartridge has 
been opened and/or any parts were removed or li 
soitware or any accessories other than those 
authorised hy Atari are used in connection v.'ith 
this product* Warranty does not cover accidental 
or intended damage or neglect* li the product 
displays a lault within the ..arrant^ period, the 
user should return it to his place ol purchase, 
'..'ho '..’ill iollo>.' the required procedure to obtain 
a replacement* 

In no event shall Atari he liable lor consequential 
or incidental damages resulting iroa the breach 
01 any express or implied ..arranties* Some states 
do not allo).' limitations on ho\< long an implied 
warranty lasts or exclusion oi consequential or 
incidental damages, so the above limitation or 
exclusion may not applj to you* 
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